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Penulisan Tugas Akhir ini berjudul “Perancangan Novel grafis tentang Tan 
Malaka”. Penulis memilih tema ini karena Tan Malaka sebagai seorang pahlawan 
dan revolusioner Indonesia masih jarang dikenal oleh remaja dan anak muda 
zaman sekarang. Isu-isu komunisme yang mengelilingi beliau membuat nama 
beliau tidak dimunculkan di buku-buku pelajaran sejarah dan seolah dihapuskan 
dari ingatan kemerdekaan. Padahal, Tan Malaka memiliki peran yang besar dalam 
revolusi Indonesia. Beliaulah pula penemu pertama konsep Republik Indonesia. 
 Dari masalah tersebut, penulis merancang media informasi berupa novel 
grafis tentang Tan Malaka, dengan tujuan untuk menceritakan perjuangan dan 
kontribusi beliau dalam kemerdekaan Indonesia. Perancangan ini memiliki target 
audiens utama siswa SMP (13-15 tahun) karena jenjang sekolah adalah saat di 
mana mayoritas orang pertama kali belajar tentang pahlawan nasional. Penulis 
juga memilih target audiens sekunder siswa SMA (16-18 tahun). Dengan 
membaca novel grafis ini, diharapkan pembacanya dapat mengenang dan 
menghormati jasa-jasa Tan Malaka demi kemerdekaan Indonesia. Biarlah ketika 
mengingat pahlawan nasional, nama Tan Malaka dapat muncul di benak generasi 
muda Indonesia. 
 Metode penelitian yang penulis gunakan dalam perancangan ini adalah 
metode kualitatif berupa wawancara dan studi pustaka, serta metode kuantitatif 
berupa penyebaran kuesioner. 
 




This final project is titled as “The Design of Graphic Novel about Tan Malaka”. 
The author chose this theme because Tan Malaka’s name as a national hero and 
Indonesian revolutioner is still rarely known among teenagers these days. 
Communism issues frequently surround his name, and because of that, his name 
isn’t written in most history school books. It was as if his name was erased from 
Indonesia’s memory of independence. Whereas, Tan Malaka struggled a lot and 
did a big contribution for Indonesia’s revolution. He is the founding father of 
Indonesian Republic concept. 
 From the problem, the author designed a graphic novel about Tan Malaka 
to narrate his struggles and contribution for Indonesia’s independence. This 
design has main target audience of junior high schoolers (13-15 years old) for 
school years are the years when most people learn about national heroes. The 
author also chose high schoolers (16-18 years old) as secondary target audience 
for this design. After reading this graphic novel, the author hoped that the readers 
can commemorate and honor what Tan Malaka has done for Indonesia’s 
independence. When people thought of national heroes, let Tan Malaka’s name 
appears in their mind. 
 The research methods that the author used are both qualitative method 
and quantitative method. The qualitative methods are in the form of interview and 
literature review, meanwhile the quantitative method is in the form of 
questionnaire distribution. 
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